
INDEPENDENT GAMES 


■SUMMIT- 




Armello: Bringing Tabletop 
Adventure to Life 


Trent Kusters & Blake Mizzi 

Co-Founders & Directors 
League of Geeks 

GDC 


GAME DEVELDPERS CONFERENCE EUROPE COLOGNE, GERMANY • 15-16 AUGUST 2016 








Trent 

Director b Co-Founder 

Frontman, boy-wonder, culture 
cultivator, creative director and word 
wrangler. Amassing accolades to 
combat insecurities since 1986 

# @TrentKusters 



Blake 

Director b Co-Founder 

President Business, bank whisperer, 
reader of contracts, payer of wages, 
game designer and Mr Serious. 

Sf @blal<emizzi 



Ty 

Director b Co-Founder 

Art Director, Artist-wrangler, Cintiq- 
huncher, Unity-plugger, part time 
designer b writer, scandalous hermit. 

# @ty_carey 



Trent 

Director b Co-Founder 

Frontman, boy-wonder, culture 
cultivator, creative director and word 
wrangler. Amassing accolades to 
combat insecurities since 1986 

# @TrentKusters 



Blake 

Director b Co-Founder 

President Business, bank whisperer, 
reader of contracts, payer of wages, 
game designer and Mr Serious. 

Sf @blal<emizzi 



Ty 

Director b Co-Founder 

Art Director, Artist-wrangler, Cintiq- 
huncher, Unity-plugger, part time 
designer b writer, scandalous hermit. 

# @ty_carey 





WHATS AN ARMELLO? 





Finalise 


Four players 



Amber The Far Seeke r 

+ 3 #5 T4 **4 

Fi^ht Body Wits Spirit 



[LOG] BLAKE »„ 


Al Player 3 


Tomb Raider 

Higher chance of finding 
rewards when Sxploring. 


< 4 *^; Sunstone 


In Battle and Perils. +1 Sun 


while you have more than 3 
Gold. ' 



Think 
+1 Wits. 










Bamaby 


The King 


ROT BATTLE 







ATTACK 


ATTACK 


DEFENCE 


DEFENCE 




Four ways to win the Throne 


The Kingslayer 



The Prestige Leader 




The Purifier 



The Corrupt 



Because at it’s core 


Armello is a race 


in a brutal, animal, fairytale 

SANDBOX 



Kin<T« Guard 


nVraiffe 




(Vamabtt 


The King 


ROT BATTLE 


? \ ■ 

Jjwuntcrin^ p cn | 

E 9Lm9»r 


ATTACK 


niriNCt 


...and nearly every system is 
interconnected 



mm 



k r* a 







99999 


Shadow 

At Night, Zosha gains Stealth everywhere except the Palace. 


©7 ©5 ©0 ©0 

Gold Magic Prestige Rot 


Ruby 


Fight Body Wits Spirit 


Firet rolled Suord in 
Baltic Explodes. 


TOOtllf AMtUIW IttAOINCTlXT 


No bonuses, No 
advantages, just ultimate 
pniot of raw player skill. 


Spirit Stones 


4 more Spirit Slones 
required hi banish the 
King. 


Settlements 


Daun Intiene: 

♦1 Cold 

Trvkcrv Discount; 
0 Cold 


Zosha 

LoGTy 


Night Clan * 1 Dice during Night 
♦ 1 Gold At Dawn 
Magic Balanced At Dusk 






masquerade (flask 


Apprentice 


EQl Il'PARl.f 


1 Will Jt D Jyaml • 1 

Spirit Jt NiKhl 


Ntfyldfyre Staff 


Spy master 


Rrwal nil HewV Qursts. 


Helm of Heroes 


Berserker 


FQClPPARIF 


o 




And with just enough 
randomness... 



VHch Hunter* 




And some wonderful 
synergies... 




I LOG] Blake 1 


3 









Longbow 


BQUIPPAHP 


In Battle, first 
rolled Sword 
counts as a 


P i ercing At t a ck. 


Battle Armour 


In Battle, - 1 Die 
and +2 Shields. 



' fcQUUVABLE 

^^^TOarauderfauntkte| w fipM ] 


I In Battle, +1 
| Sword and +1 


n 


Shield. 


6 


Gain@ | 





Heavy Plate Armour 


1 Action Point 
In Battle, +3 
Shields. 


Bastard Sword 


BQUUVABLH 


In Battle, + 1 
Sword and *1 
Die. 


*WEML.m wmmnm — ~y 

MjuiVAMi: 


Ml +2 Dice in Battles 
(■I and Perils on 
|l| Scouted tiles. 

! Cost @ 2 

Wt* \ ' " 






♦ 1 Gold after 
every Dungeon 
Explore. 


Chainmail Shirt 


In Battle, ♦ 1 Shield. 
When Attacking, 
gain an .additional 
♦ 1 Shield. 


To voer Shield 


kQLUPPABLE 


In Battle, ♦ I Shield. 
When Defending, 
gain an additional 
♦ 1 Shield. 
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Leather Armour 


RQLJPPABIf. 


In Battle and 
Perils, ♦ 1 Shield. 


♦ 1 Prestige. In 
Battle, +1 Shield. 


PoisoncdOaddcr 


EQUIIVABLE 


In Battle, first 
Burned Rot 
counts as a 
Poison Attack . 




RAYTOT1LE 


Lure nearest 
Bane to tile, on 
Bane's turn. 


WAV' TO CREATURE 


♦1 Action Point 
and - 1 Health. 


1TAY TO QtEAIURE 


♦4 Health. 



Poisoned Gift 


PtAYTOUERQ, 
KINGS GUARD 


Poisoned , until 


end of next turn. 


mountain moss 


PLAYTO CREATURE 


-2 Rot, until end 
of next turn. 


I LoG| Blake ' 



^^nwiOuicc 


HI ♦ 2 Magic. 

n 
^ / 

m 

i 

t C™' ® 1 

/W " 

V 



▼ 1m 

•14 

SO 
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Tan^lcv»inc 


PlAYTOFGRFSr. 
PLAINS. SWAM* 


1 Health and -1 
Action Point. 


Banish 


HAY lOCW-AILRK. 
lXJMC*jntM. SlUNb 

own 

Teleport to 
furthest 
Dungeon. 


1 llAYTOCMATlJRfc ] 

Cleansing VOyld * ^ 

1 -1 Rot aixi cures 
J Poison. 


O.S,®- 




Quid's Warn in; 


HAYTOItRO 


PlAYTOIERO 


♦5 Magic next 
time target 
enters a Stone 
Circle. 


Hlirror lma« 


PtAYTOOtt-AIlJRE 


In Battle, 
opponents have 
-2 Dice, imtil end 
of next turn. 


PREVIOUS 









FI AY TO OtEAlURE 


♦2 Fight and - 1 
Wits, until end of 
next turn. 


Bark Skin 


HAYTO OtEATURt 


+2 Body, until 
end of next turn. 


MAY IO 

Plague | 

j; SH 1 1 J M,\ 1 . SWAM ' 


| ♦ 1 Rot. Poisoned 
R until end of next 


turn. 


Cain® | 

/ vl 


1 H AY TO F FRO 


SvttSuc 

z7S 

[J +2 Wits, until 
j end of next tum. 

[[ Mil 




Costco 


W * 

JM 



■ PlAYTORiRIL 

Cursed Lands 





+1 to Peril 



Difficulty. 



l Cost® | ^ 




1 FIAYIUHM’IY 
TIFF 


Tclcpor^^* 

r ™ 

I Teleport to tile. 
Palace Tiles 


L 

I restricted. 


JOtyl 

Com@5 


Wv- mW* j 





Rite of Wuld 


PLAYTOUANx 

(JRCJF. 


- 1 Health per 
point of target’s 
Rot. 


|H IIAYUKKIAUM- 1 

Regeneration 



1 +2 Health per 


|||f turn, for next 2 

. ; turns. 

k ^ 

! Com (g) o 



jfi RAY TO 

^►^~Blizzard 

tr 

■1 MXXIAINN 


\ 

H -2 Health ami 


-< 

IS® ! forcc hirget off 



U| Mountain. 



; Cosl ®- 





Wake the Trees 


1 Action Point 
and -2 cards 
from target’s 


Wall of Thoms 


RAYTDLM'IY 

Till 


No movement to 
or from tile until 
Dawn. 


Aflame 


PLAY TO CKLA'IURii 


-2 Health. Suns 
Explode until 
end of next turn. 






Glamour 


PIAYTOIERO 


Steal 1 card from 
target's Hand. 


PLAYTOIERO * j 

Shimmer Shield mJM 

All cards in 


target’s Hand 
change to Shield 


Symbols. 


Com® | 

\ yV K \ r d"J 




1 PlAYTOlHta 1 


■ DLNGBCN 


1 All cards in 
1 target’s Hand 

0 change to Rot 

1 Symbob. 

Hr ifv " V-'' 

Gain® | 

mm 



irfe Influence 


PlAYIUlIHa 

nLNHRHN 

+1 Rot, and +1 
random Rot 
Spell Card in 
target’s Hand. 


Itloonbitc 


PlAY lOCRfcAlUfe. 
ixnguun, iiaj.sk 


-2 Health at 
Night or >1 
Health during 
the Day. 


I HAYIDICSD 

>. Bloodthirst 

I After Battles, ♦ 1 ■ 


I Health per Wound 
J inflicted, until end 


1 of next turn. 


COM® 2 






Divination 


PI AY TO » FRO 


P! AYTOFFRO 


♦2 Spirit, until 
the end of next 
turn. 


Grants Scout , 
until end of next 
turn. 


Immolation 


PLAY TO CREATURE * 


-3 Health at 1 tile 
range, -2 Health 
at 2 tiles and -1 
Health beyond. 


PLAY TO l FRO 


♦ 1 Action Point 
for next 2 turns. 
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1 HAY TOC MATURE | 

fl - 1 Health jxt Magic j 
1 spent when Cast. 

Costs all remaining i 
■ Magic 

Cost(g)X 

f - ’ Spirit Strike Tf 



■ HAYTOEM’iY ’ | 
THE 

R Summon Bane. ' 
Gain(^) | 

malice Rising 








Patronage & Industry 


HAY TO HERO 


♦1 Gold and +1 
Prestige per turn 
for next 3 turns. 


PlAYTOIERO 


PlAYTOIERO 


Both Heroes gain 
♦1 Prestige per 
turn, until either 
Hero dies. 


Both Heroes gain 
♦ 1 Gold per turn, 
until either Hero 
dies. 


RAYTOlXNGbON. 
KJRfcSI. MJLNIA1NS 


P1AYT OHERO 

SFTTIFVrNr 


-1 Gold per Gaimed 
Settlement (Gan 
Grounds included). 


- 1 Action Point f 
and - 1 Health. i i 


1 11 AYTOCRFATIRF. 


1 *1 Action Point. 

V9 - r k ■> To p 



Cost(g)3 

^ ...WArfrwJI 





R AYTOIFRQ, 
SETIUMOT 


• 1 Prestige per 
Claimed Settlement 
(Ckin Grounds 
included). 


PLA Y TO 
SFmfNfNT 


Terrorise 
Settlement and 
eject King's 
Guard. 


2 Health. If kills 
target, +1 Rot. 



Slanderous Toads 


RAYTO PLAINS, 
StTILtNtNI- 


Expendables 


PLAYTOPtRIL 


-1 to Peril 
Difficulty. 


Game of Thoms 


Plague Bearers 


HAY TO SHF 


Steal 1 Prestige 
from all Heroes. 


Previous 








:nt of misfortune 


RXYTOPERIL 


Heroes who foil the 
Peril suffer -1 
Health per 
unmatched symbol 


Welcoming Parti 


PLA Y TO 
smt fkfnt 

Exile to nearest 
unoccupied 
Mountain, and 
turn ends 
immediately. 

cost ( 3)2 


PLAY TO 


SETILEXCNr. 

DLNCIGN 


I Steal 1 Equipped 
Hem. 


Cos.(§)3 



1 PLAYTO 

Witch Hunters 


■ SJ Til i *N I -NT. Stl >N3 ' 

■ ORm, nuNGBGN 



Jft -4 Magic and - 1 
y Action Point. 



cos»(g)3 

' " ) 'il iff 



~a:a2ir 

HAYTOENFIY 

tmissani ] 

SRmrxfTsrr 

MCf 

Claim target 


Settlement. 


Cost@3 

K 




FLAY IU 

^ Pick Pockets 1 

SFTT1 lAf^NT 

- ffl 

Steal 1 Gold. If 

■ 1 /Y'Bi A 

target can’t pay, 

m \ i* Tf 

Steal 1 Equipped 


Item. 


Cost(g)2 

fl F jtf 






mercenaries 


Rangers 


PLAYTO 
SI'Tll£ND'iT. 
TORKST. PI/JNS 


P1AYTOT1I.F. 


Grants Scout 
front tile, until 
end of next turn. 


- 1 Action Point 
and -2 Health. 


Disguise 


RAYTOIERO 


Grants Stealth . 


until end of next 
turn. 


Spy Nctwrk 


1 FLAYTOtl-RO 



pjjli'w ^ I] HI ( ■t.uits s< « 

l| Removes 

IFlI t. Hurt's 1 

Bounty. 

^EtEsr./W ^^^^KrTT.j I 


// end of next turn. | 

Com @ | 

<" (§)o | 


ira I1AY IUIIW) ' 

Saboteur 

I Inf Dice will not 
Explode, until 
MJm end of next turn. 

WL. 

V Cost (g)2 

* V\Ji s 


fo. k r/ i 





HAYTOKJNCIS 

GUARD 


Force King’s 
Guard off tile. 


HAYTOSELF 


Steal 2 Gold from 
all Heroes. 


flay i m mot 
srmFMTsrr 


Steal 1 Recruited 
Follower. 



CTenu Thieves 


Steal 2 Gold and 
give it to the 
poorest Hero. 


PREVIOUS 


I FLAYIDIILE 

Crooks 

1 -2 Gold. If target | 

* ■ .. , u 

■ can't pay, -1 


□ Health and • 1 

^ Ml , i AP 

I Action Point. | 


Cosl(g)2 I 




HAY 'ID 


Beheaded 


srmF\f : Nr 




Kill a Recniited 




Follower. 


A™ 


Cost (g) | 




MkMM 








U'ariock 


Brilliant Fool 


Alchemist 


All Health gains 
increased by *2. 
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RK3RUTABLE Sxpiorcr 

W 


REQ3L1TABLE | 

Find more Gold 
and Magic when 
you Explore. 

44U ,^1 


nl 

In Battle, + 1 1 
Fight and Shield 1 
Cards diange to 1 
Sword symbols. 1 

Costco 




Cos. d)0 | 







ipothccanj 

!7©|f 

RtXKLTl'ABLE I 

1 


♦ 1 to a random 1 
Stat, changes 1 
each turn. 



Cos’ (D® | 



JL o .n. a .jx 


$ 

11 ! 

RBCRUTABLE 

Cast Spells beyond 
your Magic reserve 
for -1 Health per 
Magic spent. 


Cai»©2 




The next time 
you are killed in 
Battle, the Squire 
dies instead. 


W REOtLTrABLE 

The Stranger rfSll 

R RtCHLTI'ABl£ 

b~~ Apprentice 

Clingy. 

Misleading. 

Fickle. 


H Spell Girds cost 
|j 1 Magic less. 

Jhl- 

|cosl(g )0 


| Cosl(g)Q 

Bh 


I RtQtLl 1ABLL 


In Biittk', + 1 


l SwonVShidd lor 


tirst (juris 


I Equipped with 

* tliose symbols. 

1 <"''(§)0 



1 REOHTTAMJ- 


Draw 1 Spell Gird 
each time you play 
a Spell Peril to the 


Board. 


Com(§)0 







|J BQUrPAWF. 


Royal Banner 


HToon Scythe 


In Battle and 
Perils, Moons 
Explode at Night. 


l» 

EQUIPPABLE 

fc- Helm of Heroes 

v 

♦ 

♦ 1 Wits, lit 




Battle, +1 Shield. 



I* 

Cnst(g)0 

||||1P ^ v ' ' v ' llW;, { ' 




Royal Pardon 


Removes Bounty 
and gives 
immunity while 
Equipped. 


LQUUVABLL 


In Battle, +1 
Sword. 

Opponents killed 
gain +1 Rot. 


jj| 

i. 

frT Royal Shield 

In Battle, Sum and 


Moons iKnvr miss. 


but count as 

^ nItI 

Defences instead. 


Cost (g)0 







BQUPPABLE 


+ 1 Whs during 
the Day, *1 Spirit 
at Night 


Banes will never 
Attack you. 


Vftin&d Boots 


EQUIWABLE 


In Battle, +3 
Dice. After each 
Battle, - 1 Health. 


Vihlld Talisman 


LQLIIVABLL 


♦ 1 Spirit *2 
Magic every 
Dawn. 


lii 

«MH>ABLE ^ 

: 

Ignore Mountain £ 


and Swamp | ' 


penalties. VI 

It 

OKI (g) 0 ' ^ 


!li 

liQUIIVABLt * ] 



♦ 

While Equipped, 
your Rot is 


considered 0. 


o»i(§)0 


1 ■STT- vL ■ 



And you can play cards while 
other players have their turn 



WuldVJccd 


Stall of Thorns 


Al PLAYER 3 (PRESTIGE) 


A Kind’s Guard is attacking a Banc. 

The King played Cursed Lands to Starfall Stones. 
The King played Cursed Lands to The Shadovoglcn. 


H PLAY TO HERO 

Bubble Tea 

11 +1 Prestige, until 


|| end of next turn. 


H Cost (g) | 



u 

■ ■ | 



h 

IT 


r -i 

w- 

i 

* i 

1 f 






It is a hex based game so use 
terrain and time of day wisely. 



Wr^Stcd 




! S 

ready card («\ 


X 


: "/ 


\j» 


.4 . j A 


UIIUI 

■St 'G >] •' LEAGUE OF GEEKS 

m rn 

/ ' f 

■.', { +? *4 ^3 «K 

A ' 09 ©4 ©0 @0 


has received 6 Gold. 

is exploring. 

has escaped the King's Peril. 



ready Card A 

c 


Our King creeps closer to death. 

All heroes haoe reeciwd davon income from Settlements. 
The race for the throne has begun. 






3 


| 03 ©4 © 

0 

@0 


EQUIPPABLE 1 

Shining Steel $«or d " 

1 

In Battle, +1 
Sword. 



Cost (g) 2 
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OPPORTUNITY SIGHTED 


1. We saw a hole in the original iPad games line-up. 

2. We saw weakness in the digital board game genre. 

3. We saw a renaissance in physical board games. 

4. Lack of innovation and execution in digital board 
games. 

5. Enjoyed playing tabletop games together. 

6. Scope of a digital board game was manageable. 



LoG 
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PROJECT GOALS 


1 . Create stories with friends. 

2. Mechanical sandbox. 

3. Singleplayer in competitive multiplayer. 

4. Satisfy various player fantasies and styles. 

5. Player politics - AKA “Stab your friend in the back!” 

6. Best in genre for digital board games. 

7. Create a strong, commercially viable brand. 

4t 
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The Three Cs. 



Cultural 
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creative medium. 
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Cultural 

Furthers videogames as an art form and 
creative medium. 


Critical 

Well received, by our peers, 
the public, and the press. 

Commercial 

Financially viable, perpetuating 
financial and creative independence. 




Not about treasure 



So we begun designing Armello. 






W e almost instantly agreed it 
would be an anthropomorphic 
(no-humans), grimm, dark, low- 
fantasy universe. 







We wanted it to 
be gritty and 
dark, but full of 
love and hope. 






and knights of the Realm 


Early Armello 
handwritten cards 



We spent nearly ten months in paper only 
prototypes. 




WOLF PRINCE ^ 


©@ 


CIAN 

PRINCE 

A 

POWER 

POWER 


9 


BATTLE WITS SPIRIT 

©®© 

GOLD MAGIC PRESTIGE 

V'; i) r' o 


■ 


* 




We tried armies led by generals 
And bands of Heroes. 




Hero experience cards... 

f + 1 Attack 

^+1 Spirit 

"^EXPERIENCE card * 

EXPERIENCE CARD 1 

training ^ 

devotion 

HL«ncoiPKC£ CAR© 

experience CARD 



f +1 Defence 

EXPERIENCE CARD 1 

+ 1 Move 
— ' " " ‘ 

EXPERIENCE card 

agility ^ 

endurance J 

EXPERIENCE CARD^ 

EXPERIENCE CARD 


+1 Command 

EXPERIENCE CARD * 

BATTLE 

EXPERIENCE CARD 

l +2 in Castles 

EXPERIENCE CARD " 

STRONGHOLD 
DEFENCE 1 

Includes Settlements 

• EXPERIENCE CARD 


^ + 1 Health 

EXPERIENCE CARD 

tough 

v, EXPER1£ NC£ Qyyj 

4 Steadfast 

‘ ^ERIBNCECARD 

Resolve 

E^’ERIENCECARD 


^+1 Or der 

experience CA 


strategy 



experience car 


^Attack 

t Rainin g 

I I 

i 

m^cECAgo 



Castle and Holdings mechanics... 




Holdipfi s 


N \ 


L. >>e built on a 

J5toanu>n"' JGold 

p^outce. 




jjQ Holdings 

barracks 

building 

,» Cost to deploy 
* Armies here is - 1 J 

Gold. 




Holdings 


academy 

building 

Armies deployed here 
receive I experience 
card. 


* □ □ o 










Strategy Cards... 


! ■ Strategy 

. — - 1 1 1 

SNARE 

Intrigue: Choose an 
friendly Army unit. It may w 

attack a Hero this turn. 

Q Strategy 

SI.ANDER 

Intrigue: Remove 1 
Favour from the player T 
with the highest Favour ^ 

score. 


□ □ D 



[p Strategy 

| Strategy 

maneuvers 

FORCED MARCH 1 

Tactical: Ignore First 
Strikes this battle. 

Add 1 to a Unit’s Move , 
for 1 turn. 

A 

i □ D 




Stratt 


£*cal: Immediately 
!. 0rc f another round of 
combat between hvo' 

ss****? 




Prophecy Cards 




I'iUM’l 1! : < 'V 

Blood Moon 

All Monsters move (16 provinces at , 
random- d6 Monsters appear at random. 



'prophecy 


The King is Dead 
■ the lone! The player to hold 



Royal Decrees... 



□ Royal Decree 

SANCTION 

The Regent has 
■ declared a C-lan 

> sanctioned. Thai elan ■ 

- ouv not draw gold at 

the curt oi hu. next turn. | 

I 






F amily Requests. . . 


''FAMILY! 
ift \ REQUEST 


SHOW 
OF FACE 


1 People aie questioning 
1 yoiu loyalty, return hoi 

and stay there for lnirn. 




Reward. +1 Command 
+5 Gold 



FAMILY 


X \ REQUES T 
SHOW Of 

STRENGTH 

Smash an opposing 
c Army with a H 


+2 Gold, 

+1 Presage 


Tj family 

j REQUEST 


ROYAL 

audience 


Travel to the Great Citadel < 
and represent the Clan 
Remain there overnight 


Reward: +2 Presage 



X / FAMILY 

j-fj RE 

SIBLING 

RIVALRY 

“ abh °g has slandered I 
r ,Unir tetum to the 
tie and duel them ■ 


siin 

"ttfeis il|t T I 
, S ; «■«» return ,o 1 


Reward 


EMISSARY 


Tri< k 3 resot 

Mother Clan 


v FAMILY 
f I REQUEST 


CLAN 

VENGEANCE 


Your cousin has been 
murdered! Hunt down 
and slay the Insane Hares 


Reward +1 Presugc 

+3 Gold 


\ FAMILY 

• I REQUEST 


X family 
-U REQUEST 


QUELL 

THE UPRISING 


RUINOUS 

RESCUE 

Sotnc clan children arc m 
^■1 a, the nuns Travel 
the beast and 
Ktorn home 


Return home and destroy j 
the rebels inside your clan^ 
castle 


Reward: +1 Command 
+2 Spirit Gems 


Reward: +2 


Prestige 
+1 XP 



Ruin Exploring. . . 



bloodtooth 

dungeon 

Each turn a unit here 

must defend against an 
t attack of 2 + 0 0 • 

t Control: Draw a 
•Holdings Card each 
^Sunrise and add it to your 
1 iifitisanltem. 


Ruin 

CHURCH OF 

the worm 

Each Night you control ] 
i this ruin you | ow - j 
•Favour. J 

fentroE All attack ratings 

■ units are + 1. 





And Quests... 




QUEST 04 


frflD. HOT A K RSUIMN I INI.WY THit AW TIPAARTP*. WY l»K*T» 

U > ASSIST YOU IN YOUR CAUSE AT I.VEKY TURN *]k/MI HUM! NfAM-ST 
uxn Of VtAHH. AT lilts (KANO I AM nXJOTU HNOACMAIUW AM*I> 

as time risFif Should toun able io iamb this umxai mastano 

RETRIEVE ITS EYE. VOll CAN USE IT TO VI OUlt INDAY M> MATTf* 

THEY Hit*? 




Quest 05 


Great horror rejoss upon us T>ie ovrk sorcerer fc*oc; jeng directs 
THE VII.E FORCES Of ROT AND BANE UPON US. 

■JRavel to the second nearest Dungeon, destroy JpNt; |sng and 

BRING ME HIS WWSt 


Fight Dark Sorcerer 

5 * 5T ** 3 © 

Quest Rewards 

J 1 M, Shrit Stone, Treasure. follower 







We got resourceful, 



* < , 

, , .* V # 


* • Jk. . " 

• • /r • 

> </ <?»* ' ; 







But as we played more and 
more, a magic balance was 
taking shape.... 


Four Heroes. 



And we realised we 
could do amazing things 
that normal boardgames 
Can’t do. 


One insane King. 










mane matted and 
scraavlv not too 


de, ail Hind 
embossed 


dark markings 
for rot and 
aging 


hA©v'vJL_ 

King is unkempt 
and degenerating 
not ‘grooming’ 


lower leg guards 


think ‘mad’ 
roman emperor 
caligula etc 


Cjr 





TheGDD 




.li.I.LLJ 
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The heart 
of 

Armello 


ARMELLO'S CORE 


ARMELLO'S CORE 

1 . Hero-centric. 
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ARMELLO'S CORE 

1 . Hero-centric. 

2. Real-time turn based play. 

3. Hex layout with central objective. 

4. Race the clock / players. 

5. Card play (across three shared decks). 

6. Mechanical ecosystem. 

7. Fast-paced progression. 

8. Conflict creation through player proximity. 

9. Experimentation focus. 

10. Storytelling potential. 




BRINGING LIFE TO ARMELLO 














Turn ; Human i od Phase; Day King Body;Q 


End Turn 



Name A G 

F B M P. 

SS P 

Human iod 3 0 

30 4 5 0 

0 0 

Aliod 00 

4 5 2 0 

0 0 

IFrediod 0 0 

4 6 3 0 

0 0 

| Iod 00 

3 6 3 0 

0 0 




J* 









- S 
i 







\ Vo ' 


y\ 


A 

















captured a settlement. 

Our King creeps closer to death. 

All heroes haw reeeiwd dau'n income from Settlements. 


V'ik Official 


Throwing Axe 





Tanglcvinc " f 

Z*Ski 


incite Rewtt 




BRINGING LIFE TO ARMELLO 


1. Animated 3D Heroes. 






BRINGING LIFE TO ARMELLO 

1. Animated 3D Heroes (e.g., Stealth). 
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Vile Official 


has equipped maraude r Gauntlets . 

has played a peril to a Dungeon, 
has finished drawing cards. 










Plague 


I Li^htnin^ Strike 


EHdEgis: 







Vile Official 


has equipped maraude r Gauntlets . 

has played a peril to a Dungeon, 
has finished drawing cards. 










Plague 


I Li^htnin^ Strike 


EHdEgis: 




BRINGING LIFE TO ARMELLO 

1. Animated 3D Heroes (e.g., Stealth). 

2. Seamless environment. 
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’£ Hierarchy 
Ciiii) • 

Player Player 1 
Player Player 2 
Player Player 3 
Player Player A 

► PrincePrefab(Clone) 

► PrincePrefab(Clone) 

► PrincePrcfab(Clone) 

► PrincePrefab(Clone) 
CC 

GoKit 

HUD 

InputManager 

► Lights 
Logging 
Map Camera 
MapMaker 
MetaGame(Clone) 
Swamp 
TestFhghl 
Tile_OuterBoundry 

► Ul Root (2D) 


*» Project ■ Console 

Cxtlt • 

*■ 9 Dungeon 

9 Du ngeon_NOT^ ATLAS 

• forest 

► • KtngsPalacc 

► • Mountain 

► • Plains 

• v 9 Senlement 

► 9 Settlement_NOT_ATLAS 

► 9 StoneCirde 
9 Swamp 

• Tile 
▼ to Scripts 

B UghtMatenalTogglc 
B MeshCombiner 
B TileController 
B TileHighlightcr 
» to Shaders 

B bakedvertexlight 
B ChimncySmoke 

Pi LightTogglcDiffuselllumBumpBlend 
B RollingFOQ 

B S*lflllnmRiimn«tln»*n«tfv 







Ifcavg Plate Arrowr 


Warning 


Slandercu 


Our Kin^ creeps closer <o death. 

All heroes have received davon income from Settlements. 
Tire race for the throne has bc<(un. 










BRINGING LIFE TO ARMELLO 

1. Animated 3D Heroes (e.g., Stealth). 

2. Seamless environment. 

3. Camera constraint. Clouds. 
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Felbear Keep 

Dungeon 
Automatic Explore, 






BRINGING LIFE TO ARMELLO 

1. Animated 3D Heroes (e.g., Stealth). 

2. Seamless environment. 

3. Camera constraint. Clouds. 

4. Windows into the world. 
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Saboteur 


PLAY TO HERO 


Dice will not 
Explode, until 
end of next turn. 


Cost (g) 


fK 

/A 

yX 


Wfr • W • W w 








EQUITABLE 


Ranker s Cloak 


Grants Evade and 
Stealth in Forests 
Day and Night. 


Cost (f ) 2 



• • Vf'X T?ry 01 eyy •. vc? rr 1 


RECRUITABLE 


Removes Poison 


and gives 
immunity while 
Recruited. 


Cost(g)0 


Poison Taster 



BRINGING LIFE TO ARMELLO 

1. Animated 3D Heroes (e.g., Stealth). 

2. Seamless environment. 

3. Camera constraint. Clouds. 

4. Windows into the world. 

5. Dynamic quest system. 
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[Lose all Followers] 


The Rat Witch of Black tTlarsh 


This is a quest description that is 180 characters long (140 for us, 40 for 
da Deutsch) about a witch that wants Sana to give herself to die rot. What 
will the player choose? 

Summon the power of the Wyld and destroy the blight [Spirit] 

7 ^ 


Solve the witch’s dark riddle [Wits] 


Give in to the temptation of Rot [Gain +3 Rot] 







The Forest Deep 


The forest, tall and dark, envelops you. Your senses alert, the intermittent 
scattering behind you docs not go unnoticed. You wait for iust the right 
moment and... 


CHUOSL An ACTION 



r i 

WV 1 1 Vm 

1 

fL.1 

!? 

T ' , /#%&,,.■ t 





1 


Leap for a nearby branch. 8 

Spin around, weapon at the 
ready. 

I Make a run for it. 


■ | Test Wits | K 

1 j 

| Test Tight | 

L 

1 > 






Circus, 


flandcrii 


Itkavy Plate Armour 


Quid's Warning 


Slanderous Toads 


j CHOOSEAQUEST 


'About time you <iot here. A tht^^ld disasters need tending to. and 
yofl^Pthc online voho can help." 


Rewards 

+\? 

r 

gaaGfeOaife 




Rewards 


Rewards 1 

+l ^ + i'& | 

Spirit Stone 

1 J? W'its Challenge Reward ? j 1 

L 

Poppet 

? r^lil CMIotfe Reward ? 


Spirit Challenge Reward JJ 1 





merchant's Agreement 


1 Prestige 


Killers and Spies 


WITS CHAUFNGt 

Berserker 


The tall trees of the Aredale Woods held many secrets, but you are 
only interested in one. Stepping beyond the threshold where the 
Rat Clan spy met her demise, you begin your search for the 
assassin. 


Choosi an action 


0 


$ 


Remain 4uiet and search the 
forest. 


♦iT 

1 NOTFST REQUIRED 


Rely on jjsur vits to hunt 
dovn the assassin. 


T 




STORY BONUS 

Tan<flc\>inc 


Call out the assassin and 
challenge them. 












9999 




NU 


$ 




hanc had barely 
begun guesting 
for the throne 
vehen a strange follower 
seemed to materialize 
from nowhere- 


ry as they did. our 
hero was unable 
to shake the 
follower. In a nearby 
forest. Thane coneoetcd a 
plaa 


las. no plan 
prepared our hero 
for the axe 
thrown from the bushes! 
As our hero howled in 
pain, the bandit fox fled in 
victory. 







next Quest ^ 
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Thanks 


Sorry 


Well Played 


Your other minions have 




Greetings 


Threaten 
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■old U urn-t can't 
. 1 Health and I 
Action Point. 


mountain ITWss 


Hidden Trap 


has played a peril to a Settlement. 

ha* played a peril to a Settlement. 

A Kind's Guard and a Bane haw slain each other. 









BRINGING LIFE TO ARMELLO 

1. Animated 3D Heroes (e.g., Stealth). 

2. Seamless environment. 

3. Camera constraint. Clouds. 

4. Windows into the world. 

5. Dynamic quest system. 

6. Contrast & Duality. 

7. Phrase-based chat system. 

8. Abstraction vs projection. 

9. Preserving the magic of tabletop. 















Game of Thorn* 


mercenaries 


Select 2 cards 
to fill your hand 


Trickery 


Amber is drawing cards. 

A banc has spawned at a dungeon. 

The Rot twists our King deeper into madness. 








PLAY TO HERO 

Spirit Range x, Peril 3 

♦2 Health at the start 
of your next 2 lUrm 


Item 10/30 Magic 9/33 Trickery 1 1/33 Follower 0/18 Treasure 0/15 


ARTIST 


Ty Carey 


Previous next 


i 

1 PLAY TO HERO 



1 Spirit Range x 

. 

•2 Wits until the end 
1 o( >vut next Turn 



jg Cost @3 H 


[0 ^ 



Pl.AY TO HERO 

1 Spirit Range x 

+2 Body until the end 
i of your next Turn 

Cost (|») 2 

^ Bark Skin 

’ Ml 

1 1 P J 









TOUR THE MORGUE 


THE MORGUE 


Heraldry System 
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THE MORGUE 


1. Heraldry System 

2. Clan Castle Upgrading 
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4 




CA3TU^ 



nsiru' 




ILOlkX, 




y\t- (2~cruruJs 


I’m thinking the Help button can go here, just 
floating aboue the bottom bar. 

I just feel the proposed position in the top right is 
currently too crowded and the current player/AP’ 
element works better there. 


I wonder if we can get the 
elements from the last 
screen onto this one. Heel 
like I'd want to know what 
my income is whilst 
upgrading the elements 
that directly affect that. 
VesP 

Also, if we can consolidate 
the screens we could give 
quests their own. more 
concise screen. 

We may not be able to, and 
it may work better if we 
don’t consolidate screens. 

It's just that info on the 
clan screen feels far more 
relevant to this one. 


Thoughts? 





THE MORGUE 


1. Heraldry System 

2. Clan Castle Upgrading 

3. Talent Trees 
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a 


Talents 



1 




.:S- 




12 * 12 ® ■ 








Tough Hide 

When battle commences von may use Wits instead of fight. 

If you w in, you retreat instead. When battle commences you may 
use Wits instead of fight. If you win, you retreat instead. 


-3 ©-2 ©-2 ©-1 


L 








Circus, 


flandcrii 


Itkavy Plate Armour 


Quid's Warning 


Slanderous Toads 


j CHOOSEAQUEST 


'About time you <iot here. A tht^^ld disasters need tending to. and 
yofl^Pthc online voho can help." 


Rewards 

+\? 

r 

gaaGfeOaife 




Rewards 


Rewards 1 

+l ^ + i'& | 

Spirit Stone 

1 J? W'its Challenge Reward ? j 1 

L 

Poppet 

? r^lil CMIotfe Reward ? 


Spirit Challenge Reward JJ 1 




THE MORGUE 


1 . Heraldry System 

2. Clan Castle Upgrading 

3. Talent Trees 

4. Voting Systems 
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A new dawn breaks 


Our King creep* closer lo death. 

Ml heroes have recicvcd dawn income. 
The Rot brings Amber closer lo death. 





THE MORGUE 


1 . Heraldry System 

2. Clan Castle Upgrading 

3. Talent Trees 

4. Voting Systems 

5. Quest System Overhauled 
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[Lose all Followers] 


The Rat Witch of Black tTlarsh 


This is a quest description that is 180 characters long (140 for us, 40 for 
da Deutsch) about a witch that wants Sana to give herself to die rot. What 
will the player choose? 

Summon the power of the Wyld and destroy the blight [Spirit] 

7 ^ 


Solve the witch’s dark riddle [Wits] 


Give in to the temptation of Rot [Gain +3 Rot] 







The Forest Deep 


The forest, tall and dark, envelops you. Your senses alert, the intermittent 
scattering behind you docs not go unnoticed. You wait for iust the right 
moment and... 


CHUOSL An ACTION 



r i 

WV 1 1 Vm 

1 

fL.1 

!? 

T ' , /#%&,,.■ t 





1 


Leap for a nearby branch. 8 

Spin around, weapon at the 
ready. 

I Make a run for it. 


■ | Test Wits | K 

1 j 

| Test Tight | 

L 

1 > 
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-ast on Settlement 

(Range 2 hexes) 

-2 Wounds 
to target and 
adjacent hexes 


instant 

effect 


to resist 

Peril 


Plague 




Cast on Settlement 

(Range 2 hexes) 

-2 Wounds 
to target and 
adjacent hexes 

- J —-'I 

.3 © I 2 Hits 

instant I tores'* 

effect I Pedl 
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2. Clan Castle Upgrading 
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4. Voting Systems 

5. Quest System Overhauled 

6. NPC Variants 

7. Active Explore mechanic 

8. Active & Passive Card Play 

9. Terrain Bases & Features 
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Terrain ’Types' & 'Levels' 

0° the Map there are six (6) terrain Types on two (2) terrain Levels. 

Terrain 'Types' dictate what effects a tile has on gameplay, whether it be a mechanical bonus or 
impairment, a greater likelihood to find a particular reward, combat or Clan advantages, or perhaps 
just providing a different narrative context for quests and general adventuring. 

Terrain 'Levels' are of a purely technical and aesthetic concern, they simply dictate what plane the 
Terrain 'Types' operate on and, consequently, what combinations of Terrain Types are possible. Due 
to their technical nature, the comprehension of Terrain Levels is not necessary for players to play 
(and win) the game of Qmfltot 

Put simply, on any given tile, there are two levels of content; the 'base' and the 'feature'. The 'Base' is 
the landscape ((& 'Plains' or 'Swamp'), the 'Feature' is what populates that landscape (ig; 

'Settlement' or 'Fortress'). 

Terrain Levels 


Terrain Bases 

This level is made up of randomly generated hex tiles, consisting of a 'base' terrain type. For a full list 
of the Terrain Types that populate the Terrain Base level, see 'Terrain Types' below. 

Terrain Features 

This level is made up of randomly generated hex tiles, consisting of a 'feature' terrain type. For a full 
list of the Terrain Types that populate the Terrain Feature level, see 'Terrain Types' below. 

Terrain Level Rules: 

• All playable tiles* must have one (1) Tile Base, but never any more than one (1). 

• Any given tile must never have more than one (1) Tile Feature on it. 

• Tiles may have a Terrain Base without a Terrain Feature. 

*Does not include Palace grounds and Clan Castles. 

Displaying Terrain Types & Bases (Prototype Only) 

During the prototyping stage. Terrain Types will be 
communicated as follows: 

Terrain Bases will be displayed through both the art and 
appearance of the hex tile in question, but also confirmed by 
the terrain icon in the top left hand comer of the hex tile. 

Terrain Features will be displayed solely by the icon in the 
top right hand corner of the hex tile in question. 

The diagram to the right shows a playable tile with a 
'Mountain' terrain base and a 'Settlement' terrain feature. 

A cosy little mountain village or a fortified mountainous 
garrison? 

Note: In the completed game, this will all be solely 
communicated via the 3D tile art. 

' 47 
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Terrain Types 
Plains (Base) 

These tiles have no effect. They are essentially blank tiles. The only potential 
modifiers on a Plains hex are the terrain features that may sit atop the 
Plains base. 

Forest (Base) - Provides Stealth 

The most common terrain type covering approximately 50% of the kingdom 
of Applies Stealth to the hero; Heroes in adjacent hexes can see 

Heroes in woods, otherwise they are removed from the map. 


Swamp (Base) - Dangerous Terrain 

A difficult and dangerous terrain void of shade, cover from elements, void of 
drinking water, and food to scavenge, it represents a desolate place. Swamp 
terrain requires a body test otherwise inflicts 1 damage (no shield saves). 


Mountain (Base) - Slow to move, but gain (fgf/yjyc 

Mountains are both a defensive advantage, but also a movement hindrance. 

These provide a general +1 Shield to any attacked creature, hero or bane, 

but all characters also suffer -1 movement penalty to enter a Mountain 

square/hex. 


Water (Feature) - High chance of item finds & More Magic 
Water can indicate the presence of significant water, such as a river, lake, 
dam, waterfall etc... Often associated with magic/spirit of a good and bad 
nature. Water sources also have a high chance of item discovery when 
exploring +(js)^and player's on water gain +1 Magic when paid at Dusk. 


Dungeon (Feature) - Bane Spawn locations 

The rarest type of terrain, and also considered the most dangerous, these 
are almost always occupied by rival minor clans, gypsies, bandits or worse 
banes. 


Settlement (Feature) - Usually Quest/King's Declaration locations 

Settlements, Quest elbows, increase chance of items and Retinue/Party 
cards. +1 Follower card drawn at card drawing if a Prince/Princess is 
standing in a Settlement (Note Follower cards are not otherwise drawn 
during card drawing). 
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THE MORGUE 


1 . Heraldry System 

2. Clan Castle Upgrading 

3. Talent Trees 

4. Voting Systems 

5. Quest System Overhauled 

6. NPC Variants 

7. Active Explore mechanic 

8. Active & Passive Card Play 

9. Terrain Bases & Features 

10. Multiple Characters on Hexes 




TAKEAWAYS 


TAKEAWAYS 


1. Comms was/is the biggest challenge. 


Peril Screen vl.O 


Trying to preserve some combat screen work and feel. Felt too similar. 



Peril Screen v3.0 


Pushed it far enough away from the Combat Screen to make it feel special, 
but it was missing some crucial elements and was too different that it was 
breaking existing design conventions. 



+1 ©Rot 
-1 Wound 






>011 


afoul of trickery! 


nave 


run 


(ASTON 


ANY 


Hr.X 


Wits 

Sana will haw to uk all of 

her wit* to avoid thi* refill 


vs Peril 




Owrcome by hideous rot. they walk within the shadow 
world between life and death. 




ROLL MORE HITS THAN THE PERIL’S RATING TO ESCAPE 



Peril Screen v3.5 


Rough mock to bring in the missing crucial elements and realign design 
conventions. Looks like shit though. 



(ASTON ANY HEX 


+1 ©Rot 
-1 Wound 


BURN CARDS 


ROLL TO ESCAPE PERIL 


You na\K run afoul of trickery! 




Amber 


Peril 


Wits 


0 % \ (0 10 * \ 10 % 


Sana will liavx to i;.<e all oi 
cr wits to avoid this perill 

_ _ ^ I 


Overcome by hideous rot. they walk within the shadow 
worid between life and death. 







Peril Screen v4.0 


Symbol of stat 
used. 


Burndown Timer 


Tute Message 


Peril Queue 



Ty's answer to cleaning up v3.5. 
Still some remaining concerns 
regarding bucking existing design 
conventions, but worth greyboxing 
at this stage. 


Player background scroll. 


Player Hero lllo (casual pose) 


Dice Pile 

(same as combat screen*) 
*Uses no. of dice from the the skill 
relevant to the peril (Wits/Spirit) 


Number of Dice 


Peril background scroll. 



Peril Card 


Peril Owner 

(Allow space for up to 6) 


Peril Rating 
(Allow up to 6) 


Effects Shout-Out 





BURN CARDS OR ROLL DICE 
TO MATCH SYMBOLS 


Return To Board 
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2. Thematics give birth to mechanics. 
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TAKEAWAYS 
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3. Treat the problem, not the symptom. 

4. Strategy video game vs board game perceptions. 

5. Abstraction & Projection. 

6. Make the story shine. 

7. Be mercenary with Ideas. Execute. 
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TAKEAWAYS 


1. Comms was/is the biggest challenge. 

2. Thematics give birth to mechanics. 
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